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" FREE-ROAMING, GO-ANYWHERE, 3-D MONSTER TRUCK RACING CARNAGE." 

- IGN64.COM 
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STUFF WE THINK ABOUT 


- Welcome to the Fall 1999 issue of 

Q64. This issue marks the third year of 

us to look back over the past three years 
good, and some pitiful games have been 
- While we have (hopefully) helped j 




are aware of the fact that many of you read Q64 to get a fee 
for the games that are in development. As we reflect back over a 
of the previous editions of Q64, we couldn't help but be intrigue 
(maybe alarmed might be a better term) by the number of title 
that we previewed that we thought would be fantastic game; 
Mission Impossible, Iggy's Wrecking Balls, Mace, Castlevanic 
and Glover are examples of games that didn't live up to the hype 

Adventure Racing), most games garner more favorable attentio 
while in development, only to be shot down upon further reviev 
Why this happens is certainly up for debate, but we can offe 
our two cents worth — good intentions. Unfortunately, as the sayin< 
goes, the road to hell is paved with good intentions. 99% of th 

to 2 year development cycle of the product, many things can occu 
that will make the product take a turn for the worse. However, whei 
previewing games, the gaming press (Q64 included) does so ii 

of the game, or with screen shots and a fact sheet provided by th 
game publisher. While it's preferable to actually play a little b 


just to present the "facts" and screen shots as they ai 
it's easy to get caught up in the hype and say things li 
the best game" or "might be game of the year", si 
on pretty screen shots and descriptions from the dev< 
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MORE FIRE POWER. FEWER QUARTERS 
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SMSES HEROES 


It seems that Plastro, the maniacal leader .• t A 

of the Tan army, is set on destroying the 
Green way of life once and for all. As the 
| story unfolds, we find a tSle of plastic 

f intrigue involving the leader of the Green army and his potygonally- 
A enhanced daughter. As Sarge, it is up to you to complete a number of 
LI different missions, each with its own set of objectives, and take down 
►r Plastro and his men. Things are further complicated by Sarges discovery { 
£ of a series of "Portals" that have the soldiers warping from one reality 
F to an alternate one. One of the runninq qaqs in the qame. and a bio Dart 

_ of what makes Sarge's Heroes an inspin^QHHp 

_ design is that the army men have no idea that 

~ the world within which they are fighting is 


The cool thing is that, just when the game has 
drawn you in and you believe that you are actually, 
fighting in a jungle or arctic environment, you 
will be asked to do something like de-electrify a” 
> fence — only to find out that the switch you must 










> will come [in one c 
ly soldiers that will. 
■ you free them fror 

■ss; 


_addition t< 

giving you a good weaF 
I offering a better vantac 
point from which to take 
le enemy. As you play al 
jh the game, you will 


^Mfortified where, if you 
HEare step foot inside a 
rthese arenas, you will ^ 
ie quick and violently. 
lere is usually a way of HH 
tting above the mess, K 
ere you can use the 


; damage. In addition to J 
I the one-player Cam- ’ 
W paign mode, there is 
also a training area 
(Boot Camp) and 





you and some friends can fight it out in four different . 
versions of your basic deathmatch gameplay. This ^ 
, is a nice little add, but not nearly as creative or well- 
lb done as the twoplayer action in PlayStation Army Men. 


While the cost limitations of using RAM for voice once 
H again make their presence known in an N64 title, the 
£•§1 sound and voice that is present is well done. It is obvious 
IB that 3DO spent some time developing the characters 
in this game; it's a shame that we can't hear what they 
have to say. Otherwise, eveiything is solid in the sound 
department and the soundtrack is very war-like, with a ^ 
surprising variety of tunes. 
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Story 2 is the real deal, and Activision and Traveler's Tales (A Bugs Life, Toy 
Story, Mickeymania) are going to be bringing it to our N64s. In the game, 
you will play as Buzz Lightyear (the super cool futuristic spaceman toy that almost 
replaced Woody as "Head Toy"]. Buzz is on a quest to save Woody from a 
greedy toy collector (Zurg) and it is an all-out race against time to make 
a sure that Woody doesn't get sold for big bucks at the garage sale! 
Ifaj^^The game is presented in a go-anywhere, real-time 3D 
environment. Buzz will have the ability to use lasers, 
wd'riihg torso spins. j um P' swing, bounce 
and somersault through the air. 








'ries, including rocket jet boots, a 
ig hook, an arm laser and moon spring 
i addition, Hamm, Slinky and Rex are available : -i . 
jzz in his search. There are 15 levels in alj, including 
; battles — the final one featuring a confrontation between 
d Zurg. The movie is scheduled for a Thanksgiving release ana 
expect to see the game at the same time. After playing it for a 
Jt E3, we are very excited about Toy Story 2's potential. Travelers 
: always been known for the quality of their 3D engines and 
re a pretty strong track record at making 
Jisney-licensed games. 
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More insane weapons 
and modes of destruction 


Four Pilfer 
Kead-to-Ke«d action 


jightW^tHe Mature. 
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previewed this title (back when 


; called Roadsters 98) I 


in our Winter 99 issue. We thought 
the game looked good and was ready to 
jo back then, but Titus has used the extra 
evelopment time to incorporate some extra 
ameplay features, like a new betting mode 


government of Argent helped 


iriablesnotr 


Belcrest during a civil war a few years back 
■ After the war, the country was able tc 

reestablish itself as an independent nation, 
i, and its economy has thrived. However, a 
i I few extremists remained and it is they, the 

•— 1 I "Crying lions", who have taken over the 
control center. Apparently, the terrorists 
are making no demands — the/re just going to start picking of cities 
of Argent with their newly acquired satellite lasers! It may be easier 
to just destroy the satellite than to try and get the S.C.A.T. team into 
the underground complex, since there are only two ways to get in! j 

However, since the terrorists look control of the command center, 
they were able to hide the GULF Satellite System from view. 

Now what are you going do? Wow—besides the great storyline / / 
and exciting one-player mode, WINBACK also offers a quick / 
playing four-player Deathmatch mode that even GoldenEye A wl 
would envy. Check out our . 
complete review of WINBACK in 
the Winter 2000 issue! 


) the race (although 
i bet on that, as well). 

jor element in the 
splay of Roadsters. 


I Roadsters (thus, 


le) and although they are not "officially licensed" cars, they 
own in enough detail where if you're into cars, then you 
d be able to say "wow—that one looks just like the BMW 
' Roadsters also features 10 different tracks that range from 
owy mountain tops to scenic Oceanside courses. Some of 
he courses are raced at night, and the cars will then sport 
bright halogen headlights! Actually, the weather and the 
time will shift during the course of the race, so it's possible 

_ ^ - _ to start a race under sunny skies, 

WBg/M mr only to wind up racing in the 
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Pacific Ocean. Apart from the 
intriguing storyline, Perfect Dark 
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cartoon", where the main cl 
Berri, will have multiple facia 
their current mood status. T 


locations, all with enough surpn: 
and dangers to keep Conke 
face constantly contorting! h 
only do the Conker & his swi 
i Berri show their emotions— 
do the many bad guys fou 


dlands, and the Seafront. The levels are all typically massive (in the 
fazooie tradition] and feature some of the most colorful, cartoon- 
graphics found in a home console game. Besides the traditional 
le-player quest mode, there's also a simultaneous two-player co- 
erative mode where separate players can take control of Conker 
md his owl companion, and a four-player split-screen deathmalch 
mode. Also, in the one-player game, you'll have a markedly different 
experience depending on whether you choose to play as Conker 


that are found in the PSX title. Some of the 25 boxers found 
KK2K include Ali, Frazier, the Sugar Rays, Norton, De La Hoyc 
Duran, and Mosley. There will also be a create-a-boxer mode 

and make it up the ranks in the Career mode. There's also a ■ 
Slugfest mode where there are no rules, no refs, but lots of 
arcade-style boxing action! If you do want to see the ref, 
you'll find famous ref (and judge) _ _ 


































□rd to believe that there \ 
ally was a Blues Brothers 
0 movie — who's idea 


:eiver to a particular spot, 
nd there's plenty of audio 






























game way back then, 
ce that time, MBL has been able to add 
re features, like 25 of the world's top 
oercross and Freestyle Motorcross riders, 
>zens of stunt jumps including nac-nacs, 
le superman, heel-clickers, and whips. 

~3| 

1 v ' 9sso * the way. As Rayman releas 

0- enslaved companions, the 

i ill help prepare him for the 

4 battle to save the world! Ir 
JF ' | there are 45 different le 

j spanning across 13 higl 
{■ ■ . f detailed 3D worlds. To he 

ruts that affect your ability to maneuver your bike. One thing about j | 
Supercross 2000 that hasn't changed is its sophisticated physics \ 1 

full season mode, head-to-head against a friend, or opt to put | 1 
on a radical stunt display in the big air freestyle trick mode. In k 
season mode, you can select one of the 25 professional riders, | 

44. or create your own rider with your own distinctive racing [ l 

style. There will be play-by-play provided, but it's not sure j j 
at this time if it will be a one- or two-man booth! If it's just |; j 
. . ^ one dude, you can expect j 

David Bailey to be the one 
doing the talking! 

,- 1 ^. massive levels, Ubi Soft gave 
Rayman the ability to 

H J jump, swim, helicopter through the air using his "haiK', climb rocks, hang j 
from trees, swing across canyons, and even dimb along horizontal surfaces j 
like ivy, spider webs, and other rocky surfaces. Rayman 2: The Great j j 

Ij i game. The songs, accompanied with breakthrough cinematic / /■ *.ii 

X sequences, give Rayman 2 a real . i 

| polished feel—check it out in the i v 

issue of Q64! * ^ 
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First time developer Sucker W 
Punch was at lie E3 industry ’yH 
trade show last May showing B 
off their first game, tentatively V 
titled "Sprocket". The game 
garnered so much attention and 
praise that developers of 
Kdi other action/adventure ' 
faj titles stood up, took notice, 
A. then went back to the 
drawing board to do things 


tucker Punch". Not a bad 
• way to make a first 

impression, huh? Well, 
publisher (and developer) Ubi 
..... Soft thought enough of 
Sprocket to get the game into 
' their stable, even though they already had 
I K'W ” two action/adventure games (Tonic Trouble 

&Rayman2| in the works. 

The s,or y |ine bet,ind s P rocket ,he iead 

character is a toy robot who must save the 
Extra-galacticamusementpark,Whoopie 
World, from the crazed mascot Jo Jo the i 

Raccoon (never trust an animal that wears a mask]. It seems as if Jo Jo 
has gone bonkers, and now he wants to destroy Whoopie World before 
Opening Day — and that's tomorrow! The large levels all have mini- H 
levels within, and different ways of getting around. For example, there /; |? 

ore chariots, go-karts, boats and, robotic porpoises. One of the more 
intriguing levels features o roller-coaster editor that lets you design fe:. 
your own roller coaster ride, then take it for a test drive while 
amassing bonus points. Sounds cool! Another cool feature is / J 

that Sprocket uses a pretty realistic physics engine that makes / 


2000 have been vastly improved, 

sporting more polygons, smooth skin ' 

Hi Rez textures, and real-life player faces. 

In Jam mode, the players 

are even triore detailed, pgggj ^ I 

and fireballs light up the ‘ . 

I nighttime sky. The Jam : A I 1 ■ 

mode also features over L ■ 

50 new high flying over- J®-"’ 
the-top dunks, and an . 

\\ player option to let you design some pretty bizarre looking 
players! On the simulation side of things, Acclaim has increased 
the GM mode tenfold, to the point where you can even invite 
guys to training camp, and then cut the ones that don't 
make the grade! You will also have to handle the salary 
\ cap, so you won't be able to trade a chump for a champ. 

There's also a new, deeper play calling system designed 
by NBA scouts. And, saving the best news for last, 


bounce, and ricochet like they 
would in the real world. 





'u-jruFi, 


i mystery as to why because Cn 
inment is finally bringing out 


and colors, and have 
onal failure, loss of fire 

updated classic in the 


wrestler (including taunts and m 
modes (including cage and weapc 
that features hundreds of new an 
many more items that fans of 


































bring us WCW Mayhem, a lull- 
fledged wrestling title that should 
hit the store before Thanksgiving. 


game, mayhem should 
have all of the features that 
diehard wrestling fans have 


game. Also, the commentary features more than 8,000 lines of dialo 
making WCW Mayhem a game that won't repeat itself too often! 1 
Schiavone, Bobby Henan, and mean Gene Okerlund are the guys doi 
all the talking, so you know it will be relevant and sometimes controversic 
Each wrestler will have their own entrance, complete with theme music, 
pyrotechnics, real-time lighting, and multiple graphic effects. Of 
course, no wrestling game would be complete without a create- 
a-wrestler mode, and in WCW Mayhem, the announcer will say 

you can choose from more than a 


ew Pin-Point Passing system that allows you to more accurately 
"lead" your receiver into an open position on the field. The 
GM mode features Acclaim's Total Team Management, where 
you have to draft, sign, and release individual players. Of 
course, while you do all of these things, you'll have to keep 
in mind the salary cap! The Al has been revamped this 
year, thanks in part to Charlie Weiss, the Offensive 
Coordinator for the Jets. You can elect to use your 
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(published by Crav 
N64) and Robotron 
64, Space Invaders 
takes the popular game 
from the early '80s and 
gives it a graphical and 
gameplay facelift for the 


everybody's favorite "crash ‘ 
up", Destruction Derby is s 


players still take aim fr 


i new and innovative power-up system that adds a whole new ; 
element of strategy to the game. During gameplay, your ship 
will build up a special weapon meter dependent on shooting 
same-colored aliens. Once the meter has filled all the way j 
up, you will be able to let loose with a variety of different 
shots. Depending on which color you collected, some will 
take out a whole vertical row of aliens in one blast, while j 
others will hit one enemy then careen sideways or 
diagonally. There are over 20 different enemies to j 
contend with, as well as 
huge bosses after every ten 


types of gameplay mayhem. There will be seven different gam< 
| modes, including Bomb Tag and Capture the Flag in multiplayer 
‘ games, and Championship mode in single-player games. There 
will be 12 different "smashing" locations, ranging from junkyards . 
j and backroads to deathmatch circular arenas (where the j 
| real destruction takes place!). More good news comes from t j 
j the fact that the 24 different car models will be able to take / 

on damage and that means ■ 

well get to see the cars in many an* . 

severely mangled ways! r *' 142 . 18 
































ird of Midway's soon-to-be- 
tased arcade-style boxing \ 
ne, Ready 2 Rumble. If you are 
one of the rock people, 


WCW wrestling games, the first RPG i f 
forthe system (Quest 64|, and a kart- I— 
style racer (Penny Racers]. Now, THQ 
is really turning up the heat with half a dozen 
titles slated for release by the end of the year. 
Check out this formidable lineup: Road Rash 
54 (reviewed in this issue), Destruction Derby 
>4, Bassmasters 2000, WWF Wrestlemania, 
runswick Circuit Pro Bowling, and the topic of 
lis preview, Nuclear Strike, 
ludeor Strike is actually the 
lird in a series of "Strike" “ 

pmes that originally came out By&lU. 
or the Sega Genesis, and is ;B | jL 
now being brought back to W1° r 
life by THQ and developer ^ : 

Pacific Coast Power & Light ; 

(the same people that did 
Road Rash 64). In Nuclear 


then we will help yo 


i; all, the game is all about the i 
- - various fighters and their 

personalities and over-the- 

■ top abilities. Each of the 
j twenty or so different boxers 
is drawn in great detail, and 
are full of style. Colorful 
fighters with big hair, big 
shoes, tall socks, multicolored outfits, and 
wacky facial expressions are just the 
beginning. Like in most boxing or fighting 
games, the characters all have their own 
distinct brand of fighting. However, in Ready j 


2 Rumble, these boxers have < 


nt of punches, combos, and tricks 


that would make even the most accomplished arcade fighter | 
What really brings it all together for R2R, though, is the fact th 
animations are just as over-the-top as the clothes and personaliti 
the fighters! There's huge uppercuts, looping round-houses, big 
lunges, and plenty of different "crazy" punches that don't even ha 
names! R2R features an arcade mode, a championship mode 
and a two-player mode (duhl). In the championship mode, you 
can create your own boxer, manage his career (and money, 
that you can spend on upgrading the gym), and build up 
the boxer (strength, stamina, and 
speed) so that he's ready to » 
challenge for the title! CT ^ 


of different vehicles (Apache Helicopter, Harrier 
through various levels, biosting the crud out 
ng you see. The long-term goal is to stop a 
m starting World War III; the short-term goal 
I of the different tasks that each level has to 
r ike starts off set on an island paradise, then 
> locations around the globe until you eventually 
i in the jungles of Asia. If the N64 version turns 
out anything like the old Genesis 
.. ^ versions. Nuclear Strike will be 
one heck of a game! 
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element with the release of Pokerr 
photographs of variousPokemon 


an take 60 pictures. Y 
3 the island, looking lor ( 


tone, height, weight, facial hair, he 
ratings (good tipper, big money g 
Some of the new player animatic 
include knuckle touches, high fives 
and free throws (now with Shaq's" 
style). Other new additions to the s 

customizable attributes. There's o 
Live 2000; more chatter on the col 
the background, and the 
previously remarked additional 


re difficult to shoot (with the camerc 
eed to throw some Pokemon food I 









































alog stick, the control pad, or the yellow 
ins, for example, depending on what 


GAMEPLAY 

Quake II takes place in the first-person 
perspective (also known as the "nausea-inducing 
perspective" to non-videogame players). What 
this means is that you never see your character, 
only the barrels of the weapons he is carrying. 
You do have qn excellent view of your 
surroundings, however, and can move freely 
through them. The perspective really draws you 
into the gaming experience, creating q "yoih 
are-there" feeling. 

Expert^'Quakers," who play the game on their 
computers, generally use a combination of 
the keyboard and mouse. We've got to make 
do with the Nintendo controller. We've said 
it before, and I think it bears repeating — 


> keep yourself alive, yoi 

> such as health packs, 
































controllers and get ready to have a blast! 
There are four different multiplayer 
variations — the standard deathmatch 
(everyone for themselves), fragteams (2- 


s, if not better than, the multiplayer game 
1 Golden Eye. That's about the best 
Dmpliment I could ever give a game, 
can't review this game without a brief 
omment concerning the recent 
iolumbine High Schopl tragedy. Many 
i the media have jumped on the fact that 


i the multiplayer 


that the pentagrams, demons, and other 
satanic references from Doom arid the 
first Quake are no longer found in this 
game. I prefer the science-fiction 
emphasis over the supernatural.; 


like its predece 


:rnet. The N64 version of Quake 


The original Quake i 


■ realistic look which captured 































I effectively, and the backgrounds are 
— , .. -Ir still smooth with no trace of 

Tffi'' * pixelation. There is a 'noticeable 

/ difference in the frame rate when the N64 expansion pack 
/ is enabled. Without it, there is a slight slowdown in sirigje- 
f player mode (but for some reason the multiplayer game seems 
just as fast). With the expansion pack, Quake II looks 
sharper and runs so smoothly that an onlooker might 
assume you are playing the game on a PC. 


KEPT | 

s where the game takes a bit - - - 

lit ratings-wise. As l mentioned '• 

inho, Quake II isn't going to score points for originality, 
/ve played Quake, Doom II, Doom, Wolfenstein 3D; 
ly of their numerous spin-offs and clones, you'll know 
what to expect. Judging by the strong sales, people don'l 
^ seem to cafe that these games don't change mud 
\\ from generation to generation. Quake II may t 
the state-of-the-art for a home consolefiri 


’ to the genre. 




the sound effects of gunfire, explosions, f ; , -|r .* 

screams, and buzzing flies (!) are plentiful and I I *•’, 
appropriate, ibere is no music during the game. ¥\ J j 

I think maybe the sound effects guy hit one \\ MMlS? 
or two synthesizer chords, but that is about it. \\ JsfS 
There is no soundtrack from Trent Reznor or 
anyone else for that matter. Considering that the 
N64's sound is not CD-quality, perhaps it is a blessing 
[ that we were not given a MIDI orchestration which would 
V have looped over and aver. In addition, the lack of a soundtrack 
T drew me into the game even more. On the other hand, 
v\ perhaps a musical score should have been an option for 


SHELF LIFE 

R ; The single-player missions are varied c 
! difficult enough to keep you going for awf 
but it is the multiplayer game which gi> 
Quake II its solid replay value. Unlike t 
iriginal N64 Quake, which was limited to tv 
yers, up to four people can play. With foi 
: ayer variations and ten different mulliplaye 
arenas, you'll have a lot of options to choose from. If yoc 
can get over the fact tfjat your primary goal is to blow each 
other away. Quake II could be a hit party game with the 
appropriate audience. 


h v." *— 















CONCLUSION 

The N64 version of Quake II is worthy of the name. Yes, it is m 
The graphics look great and fit the mature theme of the gc 
pack. The one-player missions are interesting and well-b 
definitely heavy on the carnage, as most first-person shootei 
any other home system. 


of the same running and shooting, but we just can't seem to get enough! 
The frame rate is phenomenally fast, especially with the expansion 
iced, but it is the multiplayer game which really shines. While it is 
e, you won't find a faster or more enjoyable example of the genre oh 
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}f loyally, dedication, and tfi 
jrcycle racing/combat. II 
f a refresher course, here it 
saw the light of day on the! 


can GET whacked upside the head, and the 
fall prey to some of the meanest and mo 
spectacular wipeouts ever witnessed! Of courst 
you don't have to get whacked by anothe 
racer to "bite it". No, you can'cause majc 
damage to yourself by wrapping your bik 
around a light standard, the side of a building 
or head-on into a semitruck! And, it's just nc 
the fact that your body is sailing 200 feet int 
the skies, or that your bike just plummeted o 
of a cliff and dropped 400 feet into the acear 
No; it's the fact that while you're having you 
own,troubles staying upright, the other 1 


out for that system by the end of the year. Be 
you know what? You can take all of those othi 
versions and throw them in the ocean, 'caus 


It's by far: the best playing Road Rash 
(and thati saying something). 
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Set 

k 

Rash [ 

| lowed l 

RR6 

that makes it 
-irst of all, you j 

le wonderful game that 
jet to drive real fast AND 

star 


d then 1 

; whack people upside the head. Second, you 




























given the opportunity to race with one 
of the two gangs — the Thrashers or 
the Rumblers. This basically depends 
on which bike you've chosen; Thrashers 
ride sport bikes and Rumblers ride 
cruisers. If you pay the club dues, then 
you've bought yourself some friends that 
won't try to whack you during the race, 
and will help keep the other gang off 
of your jail. Of course, you can elect to 
ride solo, and get everybody on your 
bad sidef There are power-ups and 


thr.a,sh and Big Game. In Thrasf 
mode, you can choose any level anc 
cpurse, and just gp.for it,.kind,of like 
a practice mode. You can set the levd 
of difficulty'for the opponents, the 


Game mode, this is' where the real 
Rashers come to play. Pick a bike'(of 
which there are essentially two types, 
•cruisers and sport bikes), grab a look 


nodels), and then get ready t 
our way up. the ladder. The 
































SHELF LIFE 

lere's one piece of inf 
lold true for the life of) 






























N64 has been disposed of for the Ic 


n watch those amazing wipeouts over and over again) and < 
i the bike). Highly recommended. 


i that follows the rider after the wipeout (as it is, the < 
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machine. These parts are scattered throughout 
different levels. Only a lew areas are immediately 
accessible, however. The others cannot be entered 
untihEd has obtained certain abilities! As Ed 
collects parts and completes, levels, he is given 
items such, qs a blow pipe and a pbgo stick and 
is taught haw'fp fly and transform his appearance. 
Ed's enemies consist of mutant vegetables such 
as carrpts, tomatoes fyes, I kn ow a tomato-is a 
.fruiff), and mushrooms as well aS.Grogh'sbizarre 
henchmen. Some enemies can be defeated by a 
blow from Ed's stick, while others must be hit with 
blow darts or dispatched by using mechanisms 
located in the environment. Occasionally:you'll 
encounter. a popcorn machine. which will 
temporarily give Ed super strength to allow him 


wearing, purple...something. While cleaning up, 
Ed accidentally spilled a tonic from his spaceship 
onto the planet Earth belovy. The world's ecological 


amed Grogh decided to use the tonic to talc 
ver the world (not exactly your average storylim 
> it?). With the aid of,a wacky professor, Ed's g( 
3 defeat the evil Norseman and return the plan 
3 normal. ' 


My first major complaint concerns the levels and 
the way they are connected with one another. The 
in-gOme map ..is not detailed enough to. be helpful 
and there doesn't seem to be-any flow to the 
vtodd's layout. Without the levels being accessible 
from a central "hub" you'll find yourself wandering 
around trying to locate the correct 


GAMEPLAY 

l Topic Trouble is: crj3D platform exploratio 
game. In order to reach Grogh, Ed first he 

























if Hie designers created disparate areas 
for each puzzle and then just connected 
them together. 

Almost all of the levels take place inside 
structures or underground. While this 
means that the game is devoid of the 
dreaded N64 "fog" effect, Hie camera 
sometimes goes crazy in the cramped 
locales. Although it rarely gets stuck 
behind. an object, which is 
commendable,, the camera may 
suddenly swing around from behind you 
to in front of you—especially when first 
■entering a room. Since the analog control 
is oriented to the screen, you'll have a 
habit of pushing the stick in the wrong 


lever depending! 


and what other button 


and far between. In one of Hie final bos: 
sequences, you've got to outrun a towe 
by avoiding fences, jumping lava pits 
landing on platforms, Hying and shootinc 
targets, etc. Any mistake will require yor 
to start this entire sequence over from thr 
very beginning. Either the designer 
should have made some of the levels anc 
sequences shorter, or they should havr 
proyided for checkpoints. 

My final complaint concerns the leve 
of difficulty. As lives are plentiful, anc 
items are found easily. Hie game iniHall; 


particulady difficult, you can't leave it and 
try something else. I can't tell yoU how 
annoying Hie lack of an "exit level" option 
is, especially considering Hie fact that you 
have to go back into levels searching for 










































CONCEPT 

Tonic Trouble doesn't deviate very far \ 1 1 

from the standard action/platform 

game. While the storyline is definitely .\ 

original, and ihe enemies and locations are quite unique, the : 
game is still just,a matter of timing jumps and knowing when 
to use VaHous abilities. Ed, however, is a pretty bland lead 
character who lacks the charm of a Mario, Crash, Sonic, 
or Gex. None of his opponents were memorable either 
In the attempt to make the game "offbeat" b 
« • \ \ combining elements that don't normally belon 

\\ together, the creators eliminated the sense 

v> A,\ interesting. 


' :, m ' t the 36 items you are looking for, 

"'*■ * however, the game suddenly goes 

into overdrive. Obtaining the last item 
and defeating Grogh are 
ably difficult compared to the rest of the game. 


GRAPHICS 

The 3D world which Ed inhabits looks like something i 
-, of a Warner Brothers cartoon — bright colors, odd 
f r patterns, impossible angles, and oddball creatures. / 
[■ One drawback to this type of level design, however, 
k is that it isn't easy to figure out where you are pn 11 
I supposed to go. Not only do many environments / / 

[ look alike, but platforms come in different shapes f 
and sizes. It is hard to tell whether or not certain f b 
jumps can be made. 


SHELF LIFE 

/ As you travel through the levels in order, you 
p notice certain areas which are inaccessibk 
Although you are still able to complete the leve 
the first time around, you must return later one* 
au have obtained the necessqry weapon or ability, 
example, if you saw an item out of reach you 
o go back and get it once you learn to fly. This 
gth of the game without requiring the developers 


SOUND y\ 

The music is appropriate for this whimsical game \\ ♦ 
and never gets repetitive to the point of being 
annoying. At the same time, there are no memorable 
I tunes. TT does feature some nice atmospheric sound 
I effects such as water splashes, crickets, and footsteps, but 
\ there are no voices to speak of. None of the other charactei 
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s around the line and additional 
to give to your offensive units. With 
sgrown plays, the playboolc would 
a whopping 36 plays for the "O" and 
5E-FENCE. 

ire ready to sit down and start playing 
ire presented with several different 
Naturally, there is the standard Arcade 
you have the Tournament mode where 
rers go for the gold, and lastly you get 
i mode where your team plays through 
the entire 99 NFL schedule and 
hopefully makes it into the playoffs 
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CONCLUSION 

If you at all liked last year's Blitz or play it in the arcade, than Blitz 2000 is a no-brainer. While surely not for the football purist out there, as 
the liberties Blitz takes on the rules would induce instant heart failure, for those who just want to kick back and have a fun football experience, 
here you go. With football season now under way, this is a great way to really have your favorite team take out their archrivals. Graphically; 
the game falls short of what we've seen in the arcade, which is to be expected, but in all other areas, it meets or exceeds expectations, A fine 
example of what an arcade to N64 title should be! 


GAMEPLAY 

GRAPHICS 

SOUMP 

CONCEPT 

I SHELF LIFE i f 

0 

Mi 

s 

§ 

5 

f 

(IT / 5 4 5 6 7 r f TfJ lill 























































■who don't have the .money or the open space needed 
to race real R/C cars, Re-Volt will provide a similar 
experience in the comfort of your liyfng room (and 
without the need lor those rechargeable batteries). 


nd a botanical garden. More cars and more couri 

- a ghost town, toy world, and the ship "Toytani 

- are .unlocked by progressing though t 
nampionships. Each themed course has two differ! 
lyouts and can also be raced in a reverse or a min 
lode to make for greater variety. The vario 
nvironments also have different effects on the handli 


GAMEPLAY 

The controls in Re-Volt are simple. The A and B buttons 
represent forward and reverse — as with R/C cars, 
there are no brakes. Unlike. R/C cars, however, there 
are weapons which can be activated with the Z trigger. 
The R button provides a handy, means of flipping your 
vehicle over when it becomes stuck on its.back like 




, and each championship consi 
ith anywhere from three to six 
1 You've got three tries to finii 
I third or better before the cha 
































Re-Volt also features a practice mode which 
is definitely recommended to familiarize 
players with each course before you tackle 
them.avparfof a race. There is also an 
interesting stunt arena complete with a half- 
pipe, numerous jumps, andb.loop-de-loop 
which lets you get the hang of controlling' 
the different vehicles. In order to complete 
this mode you must collect all the stars which 
are placedfhroughout the arena—usually 
only within reach of a spectacular jump. 
Finally, there is a multiplayer mode which 
lets you either race the normal courses or 
play "tag" inside specially designed arenas. 
Aside from these modes of play, ybu can 
choose from four degrees of realism ranging 
from simulation (full -speed and realistic 
collisions) to junior-RC (reduced speed qnd 
simple collisions). Last, but certainly not least, 


! the colors and look' of 


i be able to i 


are supposed to travel. Instead, the game 
provides a distance meter and "turn signals" 
f which flash at the fop of an already crowded 
screen. Unfortunately, the tracks are designed 
in such a fashion that it is far too easy to 
become lost or stuck in a corner. There are 
no simple ovpls — the tracks feature right 
angles and dark passageways and often 
double-back upon themseives. Although there 
are some hidden passageways, the main 
route through each course is .not always 
apparent. This becomes a more serious flaw 
in the multiplayer game where the detail is 
reduced and the size of the screen is that 
much smaller. 


power-ups are obtained by driving through 
lightning bolt symbols scattered throughout the 
courses. The weapons include bottle rockets, 
oil slicks, wafer balloons, an electrical shock, 
and a big marble. The oil slicks are particularly 
impressive,in that they truly affect your handling 
of the cars and cause you to leave treadmarks 
until the oil wears off of your tires. Not all of 
the power-ups are beneficial, however. There 
is a decoy power-up, which looks the same 
but blows up on impact, and there is one which 
terns your antenna into a bomb fuse: 

Despite the vast number- of options, Re-Volt 


istead, you'll have to start over 
ng and progress through all the r 
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games on the Nintendo 64 these days. Beel 
Adventure Racing alongwith the upcoming H 
Wheels title from EA are leading the pack, not 
mention Monaco Grand Prix and tucas Ai 
Episode One Racer. If you like racing games, the 


Now that the final version has shipped, 
to see if that very delicate balance hr 


Following on the heels of these titles is W6dd Driver 
ChampionShip-ftom Boss Game studios and 
Midway. Hyped early on as the Gran Tourismo 
of the N64, World Driver is a true racing sim that 
features painstaking detail irr such features as 
driving physics, car models and track layout, the 
obvious question; however, is if the N64 consumer 
wants a Gran Tourismo-style game. If you've been 
living in a cave for the last yedfyGran Tourismo 
is the wildly successful racing game from Sony 
for the PlayStation; the game lor which all other 
driving games have been judged ever since its 
release last summer. No matter how detailed a 
racing game is, However, .it has always boiled 


GAMEPLAY 

If you're familiar with Gran Tourismo 
immediately recognize the gameplay set up 


h spiraling levels of difficulty. As you begin 
i through the different levels, you'll be 
opportunities to join other teams with 
ibly better cars. The first three levels are 
isy to master; when you enter the fourth, 


i that have been very realist; 
noozefest to play. When we fir 


































> the right and allow yi 
se, you've slowed dov 
ch will make it harder 


the guard rails as bumpers, you'll begin to 
have a lot more success. If ypu,try to slow 
down to take the turps, you will be passed 
at will and find yourself in last place quicker 
than Homer Simpson goes through a dozen 
doughnuts. If,, on the other hand, you go 
full speed, broadside into the guard rails, 
they will bounce you back onto the track 

in getting through the more difficult circuits. 
Trying to bump the other carsVill also prove 
fatal. Your car will spin completely out of 
control at the slightest nudge by another 
vehicle if you're at full throttle. The.only 
possible exception is if you come up directly 


opponents, pn the other hand, have 
gotten a lot better by. now and .are. 
requiring you to step up your game, yet 
you really don't have the tools. Your only 
hope is to memorize the courses and try 
to get into first as quickly as possible. 
The At will allow you to stay in first far 
more than it will allow you to stay in 2nd 
or 3rd. You're just as likely to finish last 
as you are 2nd if you languish for too 
long behind the leader. Besides that pearl 
of wisdom, the other thing you can do ; 
to make up for the lack of horsepower 
is to master the high speed handling. 


GRAPHICS 

Visually, World Driver Champic 
as good as driving games get on 
































m at the map can be deadly. Sadly; 
option you have as the engine noise 


CONCEPT 

There is not much to the com 
I have said this over and i 
Driver Championship 


ept of a driving game, 
ver again; yet in World 
t is a factor. Much like 


i the PlayStatk 


; to driving games, there are oril 
that matter, the ..music the 
you and the sound of the othe 






























, to choosing the right car 
n deal with the difficulty le 




there is a lot to do besides drive fast in World Driver C 
lay this.game longer than any other driving game.you i 


driving gam 


CONCLUSION 

When I booted this game up for the first timi 
the experience. After the third week, I am 
shouldn't be missed by racing enthusiasts. 


imediately thought it was a 
'inced that World Driver i 


nother boring N64 racer; alter two weeks with it, I was really enjoyii 
s one of the top two driving games on the system and a game th 

rsr 













































^JLJDGSMej\nf^a^pl 


Aitilude. As the sequel to Warzone, Altitude is Acclaim's 
final WWF licensed title. Acclaim has pulled out all of 
the stops and stuffed almost every imaginable feature 
and gimmick match into this title. There are over 40 
wrestlers with 15+ modes of wrestling inducting Career, 


twice and pressing a button. New players may find 
themselves initially frustrated with this style of play, 
however with enough practice you'll soon commence 
to "Laying the smack downeth" upon your opponents. 
One of the complaints about Warzone was the fact 
that basic moves were executed differently depending 
on the wrestler. In Attitude, the game engine wqs. 
modified so that these moves are executed with the 
same combination regardless of which wrestler you 
are using. Each wrestler also features his own set of 
20 moves, as well as a trademark and finishing move. 
Attitude, like Warzone, uses a health bar similar to 
the average fighting game. Your player's health ;is; 
represented by a bar below your characters name that 
slowly goes down-and changes color as you take 
damage. Green to start, Red the final color. Basic and 
regular moves can be used throughout the health meter. 


GAMEPLAY 

If itain't broke, don't fix it., 
































Intercontinental belt and finally the 
Heavyweight belt. Your chosen wrestler starts 
out at the bottom of the ranking system. 6nd 
only wrestles at house shows'flocal low- 
budget non-felevised wrestling events). At 


to theme music. As you defeat opponents 
and move up in the rankings you start to' 
wrestle at the televised events: Shotgun 
Saturday-Night, Sunday Night Heat, Raw 
Is War, and PPV's. These events have all the 
trimmings, entrance ways, colorful ring 


have hoped for. I'm happy to report that you 
, are truly free to create the type of wrestler YOU 
want to create. You can change gender, skin 
, color, different types of shirts, ties, pants, shorts, 
belts, tattoos, arm bands, gloves, shoes, boots 
, arid uniforms. You can even write your own 
text on your wrestler's.uniform. But that's nol 
all! Select your entrance music from among the 
wrestlers or the yarioUs’Acclaim create themes; 


aprons and Mi 


to Create A PPV and Edit the Ring. In Create 
a-PPV you choose: (he matches — any 
combination, any wrestler, any time limit, any 
location. Recreate your favorite matches of 
the past, or make memorable new ones. With 
Edit the Ring you cpn customize the wrestling 
ring. Change the color of the lights, the ring 
mat, the logos on the apron, the background 


music, lighting and camera effects. All of 
the events are tracked via a calendar display. 
In this mode you aren't limited to wrestling 
one opponent. Any combination of matches 
can take place, ham Hardcore Cage matches 
to three On One First Blood matches. Along 
the way, the current champion will do what 
he can to not have to face you for the belt 

of your matches), to challenging you to 


your wrestler's voice. The one attribute that < 
be changed, unfortunately, is height. Whe 
of that is done, setectyour wrestler's Finisl 


• memory pack 


GRAPHICS 

Graphically Attitude does a lot of things very 




















































































View. Create your King of the Ring tournament, 
in Attitude that the hours will literally slip away. 


, Is your fa 


i Attitude? Create him and go for the Heavyweight title. Thi 


uch to do 


CONCLUSION 

If you are a wrestling fan, run, don't walk to your nearest store and pick up a copy of WWF: Attitude. While there are no perfect wrestling titles available yet, 
Attitude captures the best aspects of what makes wrestling the spectacle that it is. On a slight aside I'm happy to note that Acclaim has actually included 
two tribute screens to wrestler Owen Hart (as most of you are aware, Owen died earlier this year) that are shown during the attract mode. Anyway — 
What are you still reading this review for? Go get your copy now. I 





















































MONSTER TRUCK 
MADNESS 64 


The Nintendo 64 has its share of racing games. In 
fact, between Beetle Adventure Racing, San Francisco 
Rush, F-Zero Xdnd o few others, there doesn't seem 
to be much of a need for yet another racing game, 
right? Yeah, RIGHT! The day racing games fall out 
of favor with game developers is the day I hang up 
my joystick and find a new hobby. Unless you've 
been on another planet or have been deprived of TV 
for the last decade or so, you are probably familiar 
with the huge-wheeled car-crushing beasts known 
as "Monster Tracks". These vehicles arejo professional 
racing what "RollerJam" is to Olympic Figure Skating. 
Rockstar has ported Over a version of the cult PC 
game "Monster Truck Madness" to the N64, added 
some console stylings, and created one heckofa good 


I mentioned that MTM64 is a port from a computer 
game, and being a fan of the original I was worried 
how the translation would fare. Fortunately the 
programmers identified what made the computer 
version’ fun, threw out some of the sim elements (like 
the ability to adjust shocks and tire tread depth) and 
added what all console racers need—foWER-UPS. 
The single-player mode of MTM64 has 10 tracks,.all 
littered with wild and ingenious power-ups like homing 
missiles, shrink bombs, and coolest of all, the "Hover". 
The first time your Monster Truck takes off and sails: 
over, the track and opponents you'll realize IPs the 
ONLY way to fly! - 

There are 19 cool trucks to choose from, many are 
recreations of famous real-fife Monster Trucks. Those 
in the know might recognize the names Bigfoot, 
Snakebite, The Boogey Van, Samson (a personal lav) 
and’Grave-Digger. These are the same trucks that 
turn your local sports arena into a giant mud pit. In 
addition to these real tracks are "wreslletnjcks", based 
on your favorite WCW/nWo stars such as Sting and 

- 1 - < Hollywood Hogah. If doesn't matter 

( which truck you choose, the differences 


Monster Track Madness 64 (MTM64) gives you the 
opportunity to climb behind the wheel ofa five-ton 
pickup track with tractor-sized wheels. Somepeople 
ask "what's the point of these behemoths?" The people 
that have to ask have never enjoyed WCW or WWF, 























0:50.6 

3RD 


i the opponent and flipping over isr 
it Monster Truck racing is aK about, 


can be downright SLOW. If you haven 
played the game you might swear at fir 


































































i the extreme replay value like SF Rusk 


: MTM64 is addictive and worth playing < 


CONCLUSION 

MTM64 could have sucked. A'racing game not built on speed might have been 
did pll the right things with this game. Impressive graphics with smooth frame ral 
use of the Rumble Pack and hard but fair A1 makes this game well worth checkinc 
be too watered down. 


eful joke to an unsuspecting N64 player. Fortunately, Rockstai 


t glad to report that MTM64 is a comple 
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shares its heritage with the PlayStation version 
rped by EA and titled Need For Speed: V- 
ly. If you also own a PlayStation and were 
artungte enough to have purchased the 
/Station version, you might be justifiably 
cemed about the N64 version. The good folks 
tlogrames have assured us, however, that the 
ie has been completely reworked and made 
e arcade-like to suit the tastes of the average 
erican gamer. Afterall, it's not like rally games 
well here in the good 'ol US of A. We like 
o fast and keep our left foot as far away from 
brake els possible. Sega Rally is really the only 
/-type game to succeed here, and it was far 
n qny kfnd'of rally racing sim. V-Rally hasa 
oprove, as there have been numerous quality 
ing titles released in the last couple of months 
I quite a few more are going to .be released 


of World Rally or V-Rally to start. The main and 
only difference is whether or not other cars, are 
on the screen at the same time. The tracks, cars 
and stages are all the same, although you can 
customize your vehicle to suit the particular course 
environment. There are over a dozen officially 
licensed cars and eight locations to race them in; 
Each location has either three, lour or five different 
stages within them: depending on whether or not 
it is a checkpoint-based or lap-based race. You 

Arcade modes. As you might expect, the Arcade 
mode is basically just a detuned Championship 
mode that allows you to drive through obstacles 
with little to no effect. The majority of my time was 
spentwith the Championship mode as this is the 
game the developers want you to play. 

The first thing you'll notice, besides the graphics, 
is that there is no incentive to finishing in first place 
as you can pretty much race in whatever car dr 
track you want, Granted, this is the nature of 
the rally-type race, but in a video game, you need 


GAMEPLAY 

The set up of V-Rally is pretty straightforward, 


































week now and I can honestly say that ; r 


with and all are reasonably well equipped 
to handle the task, there just isn't one you 
can stick with; you'll find yourself 
constantly switching back and forth trying 
to get comfortable. Each level also 
contains varying weather effects which 
all have.an impact on your ability to 
maintain.any kind of speed. Mostly, 
however, they just take a bad situation 
and make it worse. The subset effect 
basically looks like.ailack and orange 
filter was put over the screen. It's almost 
impossible to see the"orjtkneof the track. 
Keeping your car on the course is a 
difficult enough task; throwing 
indiscriminate weather on top of it,.makes 
it almost not worth playing. J don't want 
to be too harsh on the visual package. 


oltom line is that we don't 
ve to go fast all-pf the time, 
r, we'dlike to be able to slay 
f we're only going 40 mph. 
rional race driver, but I do 


re seen enough. The vehidps are almost 
ncontrollable at all speeds! The 
nallenge is not to win the race, but to 
ay on the course. If you drift off the 
ourse, even the slightest bit, your car 
nmediately becomes a ping pong ball 
>r the next 10 seconds. Even at very 
ow speeds, if you drift off the course 
ou will either flip'over or skid 
ncontrollably. Now, we've all seen this 
ind of gameplay before; the original 
ally Cross (or the PlayStation comes to 
lind, and in all instances, this handicap 
nula be overcome. As I got the hang of 


As I mentioned earlier, the first thing you 
notice about V-Rally is the graphics. What's 
immediately noticeable is that the game 
looks like a 2nd generation PlayStation title. 
The car models lack any significant detail 
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to ask yourself: why do they bring out f 

these games without tweaking them SQfyr 

for the American market?! Racing 
games always sell if-they meet the ' 
needs of the market. Gran ToUrismo and San Francisco Rush 
are proof of that. They are the ultimate sim and arcade games 
. The rally concept sort of falls in between here and we have yet 
to see one that American gamers can warm up to. V-Rally 
has a lot of positive aspects; a great sense of speec 
and a ton of depth, but the control and overall steril 
feel will leave many ot us scratching our collect:'. 

V\ heads! 


come to expect a lot more from tf 
64 bit system three years into 
lifecycle. And, unfortunately, tl 


™ ■' vehicle control 
permeates every other aspect of the garni 


/ SOUND 

f The thing I really liked about V-Rally was the running 
• commentary throughout the game. It's not broadcast s' 
style, but rather driving hints as you progress through 
the race. It's basically your navigator telling you 
what kind of turn is coming up. Theoretically, this // 
should helpyou stay on the tracks, but all it really it/ 
does is warn you to slow down; as ifyou needed r H ,' * 
any more wamingtlhe music is fairly nondescript 
as there isn't any, and the only other sounds in 1 I c .’ 
the game are those of the engines and they are 
abundant. If you ever pass anybody and they \\ 
start to catch up to you, you'll definitely hear them Vy 
coming. A little music, would have been nice, but 
most of the time the music that comes out of European’ 
i driving games does more Harm than good. I guess in this ' ■ 
[ case, it's probably a good thing that they didn't put any in! 


I '*'/■ SHELF LIFE 

-f | If you're a fan of rally-type games and just hi 
4* I 1 to beat every game you play, V-Rally will ol 

£ more than enough replay value if, on the otl 
■ •' hand, y° u ,0 improve as you progri 

• C / jBJ’ f through a game, you may be turning V-Rally < 
"r- a bit early. I've played through the entire first ral 

(all eight courses) and halfway through the "expert 
‘ rally; I must admit, the only thing keeping me going i: 
my pathetic need to beat everything I play. The fun factor 
was'over a long time ago. There are justtoo many other quality 
racing games you could be speeding your time with. 


living in Europe, the concept of V-Rally is a no ; braii 
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iauntlet Legends is thejatest game to update 
n arcade classic; AtariVorigihql Gauntlet was a 
lultiplayer masterpiece; fun for a single player 
nd a blast for 4 people and a bucket of quarters, 
low Midway/Atari has taken that simple yet 
rilliant game and transported it into the arcades 


and other objects. Along the way hoards 
ers, zombies, undead and other ghastly 


predecessor drew a crowd. Midway is now 
leasing the arcade hit for the Nintendo 64, and 
s question raised is — ran the powerhouse 3dfx- 


GAMEPLAY 

■ Fun, Gauntlet Legends (GL) sticks close to.whc 
made the original Gauntlet work. Pick one c 
yarious different characters and guide him/he 


jame the main goal of each level is to get to the 
sxitto progress to the next level, 
iut that's where the similarities'stop. Gameplay 
itill feels like the original but there is so much more 
O.do and see. The only thing removed from the 
original Gauntlet is the Sorcerer character and the 
annoying Thief that stole items from the player. But 
io much more has been added. The most obvious 


above the characters, but hot directly overhead. 
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screen, and to get a good view of the 
' action. Control of the characters is the 
some as other games like this, the analog 
joystick controls movement and the A 
and B buttons control fight and magic. 
The 3D environments aren't just for looks 
either. The player must fight his/her way 
over bridges, up steep hills. Use elevators' 
— in other words, enemies come from 
the.left, right, up qnd down. 

There are a lot more goodies added to 
this game thatmake if unique. Huge 
bosses at the end of each realm spell 
certain death for those who aren't up 
■to the challenge. The Z ‘turbo" button 
can help a character ih trouble get out 
of harm's way/ or can be used with the 
fighting and magic buttons for some 


The only issue I have with gameplay is 
there are a few mOmfents. in the single¬ 
player game where it's,a touch on the 
tedious side. After all, most of the 
gameplay is simply fight, fight, fight. But 
just when it starts to get boring... BOOM! 
Something cool happens to pick the game 
backup, ■ • 


. defeat a boss Sumner replaces that se 
of the window„operiing.up an added re 
Gameplay balance is very good. Then 
moments where a puzzle has to'be « 
and backtracking is involved; but you r 
have to travel too far back in a level to 
the answer.,! really like that the swii 
have arrows on them that point tc 


GRAPHICS 

Stunning. If you don't have a 4meg RAM 
expansion pack yet, GET ONE. This game 
lodks great ai the.higher resolution that 
the'RAM pack afiowsy plus the more 
memory will allow up to 4 players on the 
screen at the same time. Without the RAM 


A great additionto this game you wor 
find in the coin-op version is Sumner, 
good wizard whose voice guides yo 
through the quest. For the home versic 






























adventure/quest games, you'll like Gauntlet 
V\ Legends. If you like action/hock-n-slash games, 
V\. you'll like Gauntlet Legends. If you like both styles 
: : v Vi of games, you'll LOVE Gquntlet Legends. 

W: ,<?[ I SHELF LIFE 

%• jf P Deep. The quest along and involving, and GL 
' 'l l ' s the type of game you can't stop playing until 
Tjpf you reach the end. And that's just the single-player 
[ jfif mode. Grab a couple of buddies and compete 
Ojjr" against them — snatch the-gpld from a deserving 
warrior or rob a starving wizard offpod, all while fighting i 
off hoards of nasty monsters. The nonlinear nature of the | 
version gives added life to the game. You may go back and t 
svels already completed to find a missing item or to acquire L’f 
gold to sell for other items and abilities. Once you complete Sr 
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flnp chests 


level 10 they unlock a secret character with < 


CONCLUSION 

Without a doubt, Gauntlet Legends is the bes! 
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Ever since Duke Nukem 3D was released on lire PC, 
Duke has become one of gaming's most popular icons. 
Sipce his debut, everyone has become familiar with 
his signature one-liners and over-the-top attitude. 
Putting a new spin (well, sort of) on the Duke Nukem 
style of play is Duke Nukem: Zero Hour. Developed 
by Eurocom Entertainment Software, Duke Nukem: 
Zero Hour places our exultant one in a third person 
perspective where he has to travel back in time to stop 
aliens from taking over the earth and at the same time, 
prevent them from chopping down Duke's family tree. 
Showcasing excellent graphics, sound and more 
importantly, gameplay, Duke Nukem: Zero Hour is 
one terrific game. 


Jdition, the aliens have another objective—eliminate 
uke by killing off his ancestors. Duke, realizing the 
liens' intentions, must travel through four adion- 
scked etas including the present day, post-apocalyptic 
lew York City, the Wild West and Victorian London. 

ill kill off boatloads of aliens 


the process, players will.....__ 

id rescue a fair amount of beautiful bimbos. 

Duke game wouldn't be a Duke game without a 
ide assortment of weapons and Zero Hour has an 
ipressive arsenal. When you start a new game, Duke 


GAMEPUr 

In Duke Nukem: Zero Hour, players must blast through 
over 35 levels filled with numerous enemies and puzzles. 
Although you can't help but compare the game to 
Duke Nukem: Time to Kill, Zero Hour is so much more 
deeper in terms Of gameplay and features. While 
working for a Special Forces group, our hero Duke 
Nukem is notified that the planet is facing yet another 
3 l alien invasion. The aliens have devised a way to 
travel back in time and are bent on destroying 
the Earth by sabotaging key events in history. In 


me available. A cool point tomention about Duke's 
ipons is that a number of them have powebups, 
illy, in the farm of specialized ammunition. For 
mple, the .50 Sniper Rifle ran be loaded with Armor 


i have plenty of enemies I 
o Hour has boatloads of' 


> to kill and Duke Nuke 
'em; 25 different enem 
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enforcers andevefyone's.favorite, the Pig 
' Cops. There are even Riot Pigs, Road Hogs 
and Capitalist Pigs who like to throw bombs 
at you. Most ofthe enemies will wear different 
clothing depending on the time period. For 
example, during the Wild West, you'll find 
Cowboy Grunts and former soldiers ofthe 
British Crown have become Soldier Grunts' 
in Victorian London. But no matter what 
costume the enemies are wearing, after 
you're through with them, all you'll see is 


control is crucial and the control is excellent. 
Executing circle strafes or changing weapons 
can be easily done with a few button presses 
and quick slick movements. Although the control 
scheme for the inventory system could have 
been improved, for the most part, players will 
be able to control Duke without a problem. 

A big Complaint of Duke NukemqTime to Kill 

leaps of faith in hopes offending in the precise 
spot. There were times when you thought you 
were reaching for something to hold onto, but 
in reality, it was a little farther than you 
anticipated. Duke Nukem: Zero Hour provides 
a wide view of the action and the cameras 
hardly ever make Duke disappear. He is always 
visible On screen. This is definitely a good thing. 
The auto-aim feature is a definite plus as well. 
What truly makes Duke Nukem: Zero Hour 
such a blast to play has got to be the multiplayer 
action. Not only is there Dukematch (which is 


your traditional deothmatch] for up to four 
players, there is Last Man Standing, King 
ofthe Hill and even Team Dukematch. Last 
Man Standing is a mode where the aim is to 
be the fast person left alive. King of the Hill 
has players competing for the most kills in 
a given time |imif- All these modes are well 
and good , however the most compelling of 
these multiplayer modes has got to be Team 
Dukematch. ibis mode offers the opportunity 
for the players to join one of two teams, red 
or blue,'and compete in deathmatch 
tournaments of tworomlWQ. As an added 
bonus, there are over 29 different Dukematch 


Playing as Duke Nukem from a third-person 
perspective may seem awkward in thought, 
but it is executed quite nicely. His movements 
are smooth and reminiscent of Lara Crolf. 
Not.onlycan he walk, run and jump, Duke 
can crouch, climb and swim. Playing the 
game from this perspective really lets the 
player be a part of the action instead of just 
observing it. Players have to be aware of 
the action and be prepared to react from all 
sides. With a game such as Zero Hour, tight 


GRAPHICS 

Graphically, Duke Nukem: Zero Hour shows 
Duke in all his. glofy, wUh:vivid colors, deep 
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COVER GECKO 


Crystal Dynamics' wise-cracking, tail-bouncing, 
tongue-shooting mascot is back! Originally a 
side-scrolling platform game for the 3DO, last 
year Gex made the leap into 3D on both the 
PlayStation and Nintendo 64 with Gex 2: Enter 
the Gecko. Apparently, the folks at Crystal 
Dynamics have decided that we can't get 
enough of the little lizard, so they've brought 
him back for some more tail time. Gex's new 
sidekick, Agent Xfra, has been kidnapped by 
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iat you don't have the 
r of remote controls' 
. Often I'd find myself 
































































awhile — but it should take you a decent amount of time to get through it the first time. 

CONCLUSION 

Our concerns with the N64 version of Gex 2 have all been addressed in Gex 3. The game opens with an explanation of the story (complete 
with pseudo-FMV), there are three levels and a new ability — the "tongue swing" — which are N64 exclusives, and the frame rate 
appears much improved. Gameplay-wise, Gex 3 isn't much of a stretch from the last installment with the same mission-based-ievels 
and constant quips. But then again, the franchise is pretty polished already, jf you are a fan of the original or love 3D platform games 
in general, Gex 3 is an enjoyable challenge. !- MARK 
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•Starshol: Space Circus Fever is an adion/adventure 
game where you cpntrol "Starshol", a funny looking 
intergbloctic jcggiec All would be right with our 
mascot's universe except for one thing — !he*Virtua 
Circus'.This fake "virtual, realityj' circus is the 
mastermind of Wolfgang Von Rayel, aorooked P.T. - 
Bamum that is steeling < til the business from the REAL 
circus by cbargingaliensof variousplanets to strap 
on a VR helmet to partake in the wonders of the 
universe. To make matters worse/ his computer" 
generated cTreys is infected with a yirus. Your job, 
if you cfcose to take it, is to guide- Stbrshgt and his 
friends Willfly and Willfdll through various worlds 


bother with this one. Nintendo has claimed to stand 
for "qualify before quantity", but l ! )l bet whomever 
at the Big N said that has never played Starshot! 
If you've played a platform game before, you know 
the routine.. You do some running,jumpon platforms, 
swim in ocgdns (watch quffor killer sharks and 
submarinesfand fire a weapon at enemies. 
Movement is controlled by the trusty analog stick, 
jumping via the A bOtton and firing with the B, 
■TheZboltohcallsup a powsmup Status screen and 
slowly centers the -’action-,'behind Starshol. 
Occasionally there's a puzzle to be solved, such 


finding a;key or device to open oidoor. Sound 
familiar? If not, put down this magazine and start 
playing more games! 

What's wrong with THIS gqtbe? It doesn't come down 
to one thing that sucks, but a bunch of things it doesn't 
do very well. With great platform games like Mario64 
and’Banjo'J'jqzooie, control is the key element. 
Starshot controls jusflike those guys, except the 
c'amera movement is wrong. You can control the 
camera ytrurself with the yellow arrow buttons, 

- L - < but who wants to aojhat? One scene 

§• in particular shows off this problem. 


GAMEPLAY 

OK, the plot doesr 


indliT Starshol i 






























ire tq crass d river in a raft end shoot 
irds who attack from allsides. The 
s can bq seen coming from the.font 
assing the raft. Before you know 
r are attacking from the left, right; 


stake that doesn't kill you but me 




































At least the ( 


me could have been 
nd sound effects, but- 


ething) and decide 
beryou get into it. 


absurd sense of humor that OCCASIONALLY < 
stuff that has been done before, and done r 






































ji 


• « 

































r j in ohline p- 

COIMMAND 


CONQUER 


- J 1 

nd it interesting that Nintendo and Sony seem to 

- ■ PRESS S"AR7 fc- 

heading in opposite directions. Sony, whose first 
tem is on its last legs, is finally starting to release 


ntendo, whose current console is more than ij 
fway through its lifespan, is starling to release j 
ore games targeted towards an adult audience ; 
ch as Resident Evil 2 and this one. It's as if the Big 
" suddenly realized that it lacks the same diversity 
titles as its competition —but is releasing a version , 
a four-year-old PC game a matter of "too little, j 
late?" 

AMEPLAY 

tends to get thrown out the window when you're 
always on the move. Although long-term strategy 
: is important, like the guy balancing plates at the 

circus (or my Mom trying to prepare Thanksgiving 
dinner), you've got to constantly keep everything in 

The action in C&C is viewed from a top-down 
| perspective, with players maneuvering scaled-down 
j soldiers and vehicles over various terrain. While 
[ ■ you are not represented by an on-screen character, 

I as the battlefield commander you have the 

ns first released back in 1995: C&C and its sequel, 

■d Alert, have sold more than 10 million copies 
and that was before the recent sequel Tiberian | 
n. Why the huge success? C&C was unique in • 
at the battles unfolded in "real-time." Unlike prior 
rn-based strategy games, troops and vehicles 
intinued to move and engage each other whether ; 

i : opportunity to send more men to their deaths than 
: i Steven Spielberg did last summer. The two combatants 

1 involved are the Global Defense Initiative (the good 

j guys) and the Brotherhood of NOD (the bad guys, 

[ as evidenced by their goatees). C&C lets you play 

[ as either side. Since the missions differ depending 
t upon which team you have chosen, it is like having 1 
f two games in one. 

> The computer versions of C&C rely.upon a mouse 
; ! and keyboard for input, lacking similar peripherals, 

E ! the N64 relies upon the analog stick and controller 
[ ! buttons to perform the same functions. There are 

you were paying attention or not. The benefit of 
this approach is.that it eliminates the tedium 
k involved in waiting for another player to make 
| a move. On the other hand, carefel planning 


i because so many commands are 

.... . 




























needed, you'll have to memorize odd 
button combinations such as 2 + B, R + B, 
and R + A. Secondly, the analog controller 
js^not quite as accurate as a mouse. This 
means that yap might select a target instead 
of sending troops to an area, or you might 
select the wrong soldier when several are 
grouped tightly together. Accuracy.affects 
reaction time, and in tips game every 
moment counts. 

Other than the new graphics and the lack 
of mouse control, the N64 version is pretty 
faithful to the original- My other complaints, 
therefore, concerhfhe C&C franchise in 

First of all, I have always disliked the way 
that the surrounding area appears dark 
until you.explore it. I understand that 
players shouldn't know in advance where 
the enemy may be.localed, but who would 
send troops into On area without having 
a map of the terrain? The game could have 
at least provided a wirekfigme map or 


some other outline to prevent players from 
; leading Inpops into a dead end. As a practical 
matter, you'll end up wandering around a 
few times before memorizing the map and 
learning where the enemies and target 
installations are located. Since these locations, 
never change:Whin each mission, this 
knowledge gives you an advantage. Isn't that 
.what the designers were trying to avoid by 
, not showing ybw- the entire map-in the first 


aractically have to point them at every 
ie enemy, soldier. There seems to be 
little intelligence involved. For example, 
11 sent a bunch pf soldiers to destroy 


Second, there needs to-be an indicator 
showing you whfere your frobps are under 
attack. Since you cannot keep all of your 
troops, vehicles, or structures in viewat all 
times your only clue that you are being 
attacked is the - sound of machine-gun fire. 
By the time yOu figure out where the skirmish 
is'located, it may be too, late. This wouldn't 
be as mudi of a problem if the At was smarter, 
though. Which brings me to-my next 


that goal. So, when an enemy soldier can- 
out of the trees nearby, my men continue 
firing at the SAM site while this lone soldie 
picked them off like: sitting ducks. M; 
commando, to provide another example 
didn't have enough sense tp move awa; 
from a structure he justblew up with C-4 
He took significant damage from standini 



































set the mood for the game. Your units 
respond to orders via radio, although 
their voices quickly become repetitive. 
The commando also has a few 


ng for is a little sense of self- 
>n and initiative! 































addition to the regular game, C&C also features a Special Ops mode with even more missions (and on 
NOD). As the game ranks you based upon your efficiency and leadership, players will be encouraged to i 
ratings. Finally, no battle will unfold exactly the same way twice. 

CONCLUSION 

It's not exactly groundbreaking, but N64 owners finally have a real-time strategy game available for theii__ _ 

fan of C&C on the PC, however, this version won't give you anything new to get excited about. The frame rate drops during heated battle 
in high-resolution mode) and the analog control is nbt the greatest, but even with these flaws the game is enjoyable. f . ~ 


1 play as either GDI 
i order to improve the 
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to leave the comfort of your Lazy Boy? 


to have their haul weighed. If you finish in thi 
top three,' you are allowed to move, onto the ne> 
level and so. forth throughput the tournament. 
At the beginning, you are given one ftshini 
rod and a choice of three different licensed lure: 


’ thing, though, the games or the 
changed in all of that time, yet they 


fish finder. After that, it's up to you to find ant 
catch the five biggest bass you can. You cat 
dictate how far, you want to cast out by using thi 
power meter on the. right of the.screen, as wel 
as choose what kind of cast: overhand,skip o 
sidearm. Onceyou've got your line out, a simpli 
press of the A button will bring it in a little at < 
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to fly through rings and accomplish different tasks 
— like protecting a kid on a skalicard or destroying 
lex Luther's weapons and whacking his minions. The 
other gameplay scenario is a series of indoor situations 
where there are enemies that need to be dealt with. 
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unnecessarily difficult and there are an inor 
number of what I call "fisters" — weak flar 
are the result of getting jammed at the plate. 1 
positive side of the balance sheet, Slugfest 
players to leap and climb the fence for be 
barely clearing the wall, has a create-a-player 
and full player management, including tn 
drafting and allowing for the acquisition 


i that description is inaccurate as you 
elf, more often than not, involved in 
with both the computer and human 
Because the pitching system is razor 
lpoint control. While ASB 2000 also 
Ditching game near-llawlessly, Slugfest 
ilayer complete pilch control, in both 
id location. If you are hitting with 
ig cursor active, ybu will find yourself 
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' of Slugfesfs high resolution graphics. Th 
stadiums look absolutely amazing and th 
texture detail on uniforms, etc. is withoi 
peer. Unfortunately, the player models ar 
far less detailed than those found in ASI 
2000, so things aren't quite perfect. Adi 
to that (for the second year in a row) thi 
complete lack of an instant replay featuri 
and, for all of its qualities, Slugfest can' 
quite get off the bench and take playini 


informative as that found in ASB 2000. 
Although, the stadium, area and cravid noise 
has been done particularly well — making 
you feel like you are really within the confines 
of a big league park. 

CONCEPT 

Nintendo and Angel Studios hgve done a 
great job of creating quick, intuitive gameplay, 
without dumbing-down the game of baseball. 
There are more things being done £n auto¬ 
pilot than in. ASB 2000, but the development 
team receives our kudos for successfully 
blending simplicity and fun .with subtle 
complexity and depth. 


through the season and beyond (if you don't 
play football or hoop games). If, however, 
you are like me, you've probably already 
been playing ASB 2000 and, what can I 
say? It is such a tremendous game that even 
a stellar title like Slugfest has a hard time 
keeping me occupied when I know I could 
be making season progress in ASB 2000. 

CONCLUSION 

Ken Griffey, Jr.'s slugfest is a good game 
— fust not as great as Acclaim's baseball 
tour-de-force. If you shy away from the 
complexity of the, rebl game, and are 
looking for something that plays a little, 
quicker, then Slugfest is the baseball game 


SOUND 

the Seattle Mariners' Dave Niehaus is c 
board for the play-by-play and he do 
an acceptable job. As with last yea 
model, Jr. is around to give you a she 
comment between innings. The voice 
good, but, not nearly as plentiful 


SHELF LIFE 

Ifyou are. strictly an arcade-style player and 
Slugfest is your only baseball game for the 
'99 season, then the game will last you 
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The venerable video game Asteroids continues to flourish, as retro madness hits the Game Boy Color. 

seems that everybody is dusting ofl and bringing their classics out, as Midway (Joust, Defender, Moon Patrol, Spy Hunter], Activision (Asteroids, 

Space Invaders], Capcom (1942), Hasbro (Frogger, GTBert, Centipede, Missile Command) and Namco (Pac-Man, Ms. Pac-Man) have all 
released (or are in the process of releasing) multiple titles for the handheld color system. Asteroids, which first came out in the arcades TWENTY 
years ago, is just as an addictive of a game now as it was way back then! The Game Boy Color version 
of Asteroids will feature five different space worlds, or zones, that increase in difficulty as the player 

advances. One of the zones is an updated version of the original Asteroids, while the other zones include 1 - 

a Black Hole that has a deadly gravitational pull to a world where hot suns fire flames at you. Asteroids will also have cinematic cut scenes, 
lour different ships to choose from, and tons of special f/x. A new concept lor Asteroids, the power-up, has been fully implemented for the 
Game Boy Color version, as your ship will be able to pickup items such as homing missiles, gun satellites, trigger bombs, and ramming 
shields. There's even a hidden bonus level and extra ships (hidden, of course). And, last but not least, Asteroids features three different 
a link cable. 
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FIFA soccer has finally come to the Game Boy Color, 
thanks to TFIQ and developer Tiertex. THQ has 
licensed other Electronic Arts (EA Sports) titles, 
r as Madden 2000, NHL 2000, and Tiger Woods 
golf game that are coming home to the little color 
portable system that we like to call the "GBC" (Game Boy Color). The FIFA series has been the best-selling soccer 
title on just about every other video game system, going back many years to the Sega Genesis glory days. Gamers- 
on-the-go finally get their chance to see what ail of the excitement is about! FIFA 2000 contains 60 international 
"football" teams and can be played in five different game modes: Exhibition, Tournament, Playoffs, league and Indoor. 

In Exhibition mode, you can simply pick any two teams and have a "friendly" match, as they say across the pond. 

S Tournament pits your team against a predetermined number of other teams in a World Cup-style tournament, and 
Playoffs is similar to Tournament with just fewer teams involved (and one loss means you're done!). Should you decide 
to try your hand in the League mode, you don't have to worry about playing every game in one sitting, because there's 
a password save feature that saves your progress (as well as a limited number of season stats). And, if you really want 
l to see some high scoring games, you can choose to play in the Indoor mode, where lots of goals and high flying 

.—Madden football, arguably the most recognized sports 
franchise in video game history, is making its Game Boy 
. Color debut this fall. Madden football is actually celebrating 
- A- its 10th anniversary this year — it was originally released 

for the Sega Genesis way back in 1989! Since then, the 
series has gone on to great success on many different 
platforms (Genesis, Super Nintendo, PC, PlayStation, 

Nintendo 64, and even the Sega Saturn) and has sold tens 

of millions of copies worldwide! For the new Game Boy Color version, Coach Madden lends his insights (and name) to this gridiron 
title that features all of your favorite NFL teams. Gamers will be able to participate in five different play modes: Season, Playoffs, j 
Exhibition, Sudden Death, and Quick Start. If you're worried about the Game Boy being able to handle all of your favorite plays l 
— don't worry, be happy! Madden NFL 2000 has over 150 offensive and defensive plays, enough to satisfy any gamer-on-the- 
go. Also, you'll be able to select from 14 various formations, making the game as creative as you want it to be. Of course, if you don't like your play, yo 
jmwwmiarm.m-m'w/ijj :.■> a | wa y S call an audible at the line of scrimmage! Once you've selected a formation and a play, you'll be treated to some 
amazing player animations (for a handheld, anyway), as the characters can dive, juke, jump, and make big hits! 
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their fourth release of popular sports brands (along with 
Madden NFL 2000, FIFA 2000, and Tiger Woods PGA Tour 2000). Long known as the best hockey series ever created for the 16-bit systems, the NHL series on 
the GBC should continue that tradition. With six different gameplay modes available, there should be an option for advanced players as well as novice video game 
hockey players. Choose from such gameplay modes as Exhibition, Beginner, Season, Playoffs, Tournament, and Shoot-out. The Season mode keeps track of 
your wins and losses, and well as some other team statistics, all of which can be saved via 
password. NHL 2000 is chock full of teams, as over 45 NHL and international teams are 
represented, complete with official uniforms and logos. For the beginning hockey player, 
you can just hit "go" and get into a game without worrying about managing the team or 
worrying about fights or injuries. For the more seasoned gamer, you'll find the ability to 
create line changes, choose offensive and defensive strategies, control the goalie, handle 
fights, and turn an/off options such as icing and two-line passes. All of this and more is 
under your control as you try and guide your team to the Stanley Cup! Long Live the Bruins! 
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BY ACTUS)Slow/PISWEY 

Easily one of the biggest movies of the year, Disne/s Tarzan is also on its way to becoming one 
of the biggest titles for the Game Boy Color. You can play one of three different characters from 
the movie as you guide your way through i 5 colorful levels. As you travel through the jungle, 
you'll be able to swim with hungry crocodiles, try and outrun an elephant stampede, escape from a horde of wild baboons (are 
there TAME baboons?), and swing from tree to tree as only Tarzan can do. The jungle is filled with enemies and danger, so you'll 
have to use every inch of your surroundings to help Tarzan lead his family to safely, and avoid the evil hunter, Clayton. As 
mentioned earlier, you can play as multiple characters — a young Tarzan and an adult Tarzan, Jane, and even Terk (Tarzan's 
ape buddy, for those of you not 'in the know"). As you help move Tarzan from vine to vine (or any of the other abilities 
Tarzan has), you'll notice that the animation of Tarzan is very smooth, and just like the movie. Well, that's because Disney 
Interactive recreated each character in the game to move and act just the characters on the big screen! If you're a fan of 
Tarzan the movie, or just a fan of Tarzan in general, you'll want to check out this hot new title from Activision. 


flGERWS^SPGATOORiOOO 

Tiger Woods, the world's number one ranked golfer and spokesperson for many products, is about to have his SIXTH video golf game released in about a year's time! 
Tiger Woods PGA Tour 2000 for the Game Boy Color joins Tiger Woods PGA Tour 99 (PC, PlayStation), Cybertiger (N64), and PC & PlayStation versions of Tiger Woods 
PGA Tour 2000. That's a lot of Tigers, cyber or otherwise. For the Game Boy Color title, THQ has stuck in four types of play modes — Stroke, Tournament, Skins, and 
Shoot-out. Tiger Woods PGA Tour 2000 (TWPGAT2K for short, although even that's NOT short!) will include real-life PGA Tour players Davis Love III, Craig Stadler (the 
"Walras'), and a few players to be named later. Since the gome is currently under development, we're not certain as to the final number of courses to be included, but we 
do know that Summerlin and Sawgrass will be among them. The interface in Tiger is designed in such a fashion that anyone picking up the game for the first time will be 
able to get started right away, without all of the hassle and confusion that belies most golf game interfaces. You'll be able to quickly view the course conditions, make club 
selections, set the spin, and aim your shot. You can also adjust for wind conditions by either hooking or slicing the ball. Sweet! 
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ship mode and enter "RACES THE 
BEST" as a name. Then atthe next 
screen that appears, press Left, 
Right, Right, Left, Down, Up. 
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